

EDITOR'S 

NOTE 


Let me start by explaining the the most obvious 
change: the title of this here magazine. You may 
notice that it now says GameShark Magazine 
instead of Dangerous Waters. Don't fret, it's still 
the same subscription. It's just that with all the 
changes going on at GameShark, we figured that it 
made more sense to call this publication 
GameShark Magazine instead of Dangerous 
Waters. The magazine still carries all the codes you 
need to get through a game, and your subscription 
Is still good. It's just a title change. Don't panic. 
Don't worry. It’s all good. 

Now, on to whining about not getting to go to the 
biggest video game event in the country, E3. 

Having the privilege of holding down the fort 
while everyone partied and played at E3 in Los 
Angeles has given me such a warm, fuzzy, we-don’t- 
like-you-enough-to-bring-you-along kind of feeling. 
That's right, I didn't go this year, so what?! 
Remember picking teams for kick-ball in gym class? 
There would always be one person who never got 
picked, am I right? Well I was that guy, in this case. I 
jumped, I oooh'd, I held one arm up with my other 
hand, I waved and I screamed but to no avail. Oh 
well, maybe next year. I don't consider it a complete 
loss. To start, I'd like to thank everyone who helped 
make my 3-day, paid vacation possible and for mak- 
ing sure the vending machine was filled with Peanut 
M&Ms. Oh and I'd like to thank my mom for always 
being there for me. 

I've heard E3 was a great success for InterAct 
Accessories, Inc.! "Our booth babes, Gina & Nikki," 
according to Little Timmy, “won the 'Best Booth 
Babes' award for Day One of the show!” That's 
important at E3. If you don’t have hot booth babes, 
the product you sell must completely suck, am I 
right? Our product lines for the Dreamcast, XBox 
and PS2 are going to be huge. ..or as marketing 
would say "HOT" or "POPPIN.’" InterAct never pulls 
any punches when it comes to developing con- 
trollers and obviously not with the booth babes! 

Keep an eye on our website (www.gameshark.com) 
and in GameShark Magazine (fromerly Dangerous 
Waters) for more info regarding InterAct's up and 
coming lines of accessories! 

Speaking of HOT... what's that smell? 

The release of the PS2 and XBox is creeping up 
on us and we'll be ready. The hype alone is going to 
change gaming, as we know it! The power of each 
system and the developer support is going to make 
or break these Next-Gen beauties. Needless to say, 
we're going to be cranking out as much info as we 
can about these technological wonders so you don't 
miss a beat! Do you want to be part of the revolu- 
tion or do you want to hear about it? 

Oh, and in case you haven't noticed, this install- 
ment of GameShark Magazine (formerly 
Dangerous Waters) carries Dreamcast GameShark 
codes. Get ready for many more great Dreamcast 
codes in upcoming issues. 

Be sure to check out each columnist's overview of 
the tradeshow of all tradeshows E3. What he or she 
liked, what he or she is waiting for and, of course, 
what they wish they never saw. I’ll just stand here 
with my arms crossed and throw one hell of a tem- 
per-tantrum. ..maybe I’ll hold my breath until my face 
turns blue. 

Do I sound bitter? 

I didn't get to Abuse The Power... damnit! 

Dan Ullmann 

Editor 

Contact Info: 

Dan Ullmann - editor@gameshark.com 
CodeBoy - codeboy@gameshark.com 
Little Timmy - timmy@gameshark.com 
savior - savior@gameshark.com 
Estrogamer - ecrouse@gameshark.com 
Benn Ray - bray@gameshrk.com 
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Racing. With Final Fantasy VIII, all the codes work, b> 
they don't all work when used together at the same time 
(yes, I've checked, double checked, and even triple 
checked to make sure the codes are entered correctly- 
part of them came from code saves downloaded directly 
from the website). In both CTR. and Chocobo Racing, the 
codes cause the game to lock up. The only problem I 
can think of is that at one point I accidentally knocked 
the C/S Pro off my PlayStation (no, the PlayStation was 
n't on), but careful inspection reveals no detectable 
damage. I'm using these codes with a G/S Pro, and this 
is the first time I've ever experienced any problems with 
any codes (I use authorized G/S codes only). 

What could be the problem? 

Also, on an unrelated note, I was told when I called 
InterAct for tech support that the Windows GameShark 
is being re-built from the ground up. Is there any word 
on how far along it is, and when it might be released? I 
was very glad to hear this as I bought the first Windows 
G/S, and was disappointed with it's failure. However, I 
always felt that the Windows C/S was a brilliant concept 
brimming over with untapped potential. With refine- 
ment, the Windows G/S has the potential to make the 
same huge contribution to PC gaming as its console 
contributed to console gaming. I'm 
hat the concept has not been aban- 
doned. Well, that's it for my questions and comments. 
Any help you can offer is greatly appreciated. 




CDDHNGEROUG DESIGNS 


You guys are something else. We have some 
great stuff in for this issue's Dangerous 
Designs. It was a difficult decision to pick 
this issue's winner. Keep making it one! 

Keep sending in your great artwork. 

Here are the winners. 

This issue's winner is Mike 
Stonebraker from Kansas [Crazy 
Taxi]. I'll be getting your 
DexDrive out to you right 

Runners-up for this 
issue, Valentine Masud 
from California 
[Syphon Filter 2] 

& Connie Young 
from Kansas 
[South Park], 
will be 
getting 
GameShark 
T-shirts! 

Let's feel the love, 
people! Send in your 
artwork! 
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, FURIOUS FOUR 
1 PLAYER FIGHTING 


Gotta hole in your soul that can only be filled with 
CameShark codes? There’s only one thing to do 
baby, have GameShark Magazine delivered to you 
doorstep every other month! 
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Armored Core: Master Of Arena 
Crusaders of Might and Magic 


tiny Hawk Pro Skater 
/WF Wrestlemania 2000 

Hello Kitty's Cube Frenzy 
R Type DX 


Send a check or money (SI 6 = 6 issues) to: 

GameShark.com 

CodeName : Who's Yer Daddy? 

318 Clubhouse Lane 
P.0. Box 1407 
Hunt Valley, MD, 21031 




Hydro Thunder 
Resident Evil Code: Vt 
Soul Calibur 




GameShark is a trademark of Interact Accessories, Inc 
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Ever buy a Video Came, bring it home to use 
with your GameShark, connect to 
CameShark.com to find the latest codes, and 
realize that the Infinite Health code you're look- 
ing for is 1 0 lines long, and you have no way of 
entering it other than using the controller? With 
the Dreamcast CameShark, those days are over. 
Now you can simply connect to the CameShark 
website with your Dreamcast, find the codes for 
the game you want, and download them to your 
Memory Card. Then the next time you use your 
Dreamcast CameShark, it will automatically find 
the codes, and insert them into your codelist! 
This saves hours of entering codes, especially 
those complicated Enable Codes that can span 
over 20 lines sometimes. 

Very soon CameShark.com will be undergoing 
a lot of changes that allow you to download all 
sorts of content, from CameShark codes as 
explained above, to Dreamcast Carnes Saves! 
Imagine being able to download all the unlocked 
characters for Soul Calibur, or being able to 
download a save with all the boards and parks 
unlocked for Tony Hawk's Pro Skater. This and 
will be available soon at GameShark.cc 





THES’RE BACK! 


Hana, Deke and Clas return to your PlayStation 
Console in Fear Effect: Retro Helix. 

Fear Effect: Retro Helix is scheduled for a 
Winter 2000 release and what a great Christmas 
present it will make! Fans of Fear Effect will not 
want to miss this and those who never played the 
first can enjoy this one just as much...as it is a 
prequel. Find out how these three, so different, 
soldiers-for-hire got together and what chaos and 
mayhem they cause when they hook up. 

Sporting the same awesome graphics and ani- 
mation, Fear Effect: Retro Helix plays like its 
predecessor. Control several different characters, 


solving puzzles and blasting enemies along the 
way. One of the many cool things about both Fear 
Effects is the character change. This usually hap- 
pens right at an important part of the storyline, so 
you get many mini "cliff-hangers," which adds to 
the excitement and intensity of the gameplay. My 
first experience of Retro Helix was merely a demo, 
but after one of the designers I ran into at E3 told 
me that Fear Effect: Retro Helix "...will blow 
your mind on many levels", I knew what I'd be 
asking for this Christmas. 
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Carnivaie 

World Racing Championship 
Countdown: Vampires 
Major League Soccer 2000 
Test Drive Cydes 
Marvel’s X Men 
Legend of Dragoon 
Rampage Through Time 
Mike Tyson Boxing 
Worms Pinball 
Reel Fishing 2 
Motocross Madness 
Paperboy 
Alien Resurrection 
Wacky Races 
Jeff Cordon XS Racing 
Iron Soldier 3 

Mortal Kombat Special Forces 
Infestation 


Ini. Fisherman Bass Hunter 
Ihceads of Fate 

Who Wants To Be A Millionaire? 


Speed ball 2100 Empire 
Dark stone 

Lunai 2: eternal Blue 
Blaster Master II 

Jeremy McGrath Supercross 2000 

Duke Nukem: Planet of the Babes 

Team Buddies 

Earthworm Jim 

Disney's Dinosaur 

Surf Riders 

Harvest Moon: Back to Nature 


2000 


2000 
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Duck Dodgers 

StarCraft 64 

PGA European Tour 

Blues Brothers 2000 

Indy Racing 2000 

Fighter Destiny 2 

Kirby 64: The Crystal Shards 

Hercules: Legendary Journeys 

Rally Challenge 2000 

Big Mountain 2000 

Army Men: Air Combat 



Dark Angel 

Midway Arcade Flashback 
Street lighter III: Double Impait 
Demolition Racer No Exit 
ESPN Baseball Tonight 
Spec Ops Omega Squad 

Legend of the BladeMasters 
Disney World Magical Racing 
Area ter a: The Oaik Brotherhood 
Draronus: Cult ol the Wyrm 
loy Story 2 

Star Trek: New Worlds 
Evolution 2: Far off Promise 

Jeremy McGrath Supervruss 2K ' • 

NFL Quarterback Club 2001 
Bust A Move 4 

South Park Rally Sup 






COD£BOM 

6USHES OUER PS2 

The night before the flight before 
the day before the show. By the time I 
get to proofread this, E3 will have come 
and gone, and I may or 
may not still have my 
job depending on 
what happens there. 

But that is all in the 
future-past right 
now, so I'll ignore it. 

Now that the 
Dreamcast 
GameShark is out; 
more future-past for 
you, I love lead-time; 
it's time to start 
focusing on the next 
system coming down on us. So far I'm fairly 
impressed with the PS2, 
a much better 
Japanese launch 
than the Dreamcast 
had, and 1 love the 
Dreamcast now that 
it's had a few 
months in the US to 
grow. Ridge Racer, 
despite its many 
bugs, was quite a 
title for launch. If 
you can remember 
back to the 
Japanese launch of Dreamcast, I wasn't too 
impressed with Virtua Fighter 3tb and did- 
n't even bother with Godzilla. Kessen I 
couldn't grasp, but I can't even get into the 
Romance of the Three Kingdoms, which 
is presented in English and I've read The Art 
Of War. Kessen's graphics were all we really 


needed to see though. Hundreds of warriors 
moving smoothly and those horses; that is 
something that has never been done before. 
The movements of humans are hard enough 
to translate, but those horses were better 
than anything I've seen to date on a console. 

Hmm, what else have we got for PS2? Even 
the latest installment to the Street 
Fighter series, I must 
painfully admit, is 
interesting. Seems 
Capcom took a 
ideas from other 
and have 
a Character 
Edit feature. You can 
:t challenges to 
gain experience and, 

upgrades... I think. Damn Kanji text, I can't 
read a bit of it. But, after what seems to be a 
decade, Capcom has changed their 
fighter. And in a good way! 

Tekken Tag Tournament is 
the next title for the PS2 and a 
second early title from Namco. 
Though a graphical masterpiece, 
the gameplay seems about the 
same as the prior Tekkens. 
Nothing at all wrong with that, it 
just seems that this is the time 
fighter series' are throwing 
some new twists to the fight- 
g genre. Very reliant on the 
mastery of combinations and tactical part- 
ner changes, Tekken Tag requires a bit of 
time to get used to and even longer if 
you're playing against a Tekken veteran. No 
Soul Calibur, in the control department, 
but a beautiful game none-the-less. 

But then comes the scourge of the 


Japanese release titles. Driving Emotion 
Type-S. I have no idea what is going on 
here. The graphics once again are vivid, but 
that’s about as much praise as you'll hear 
from me on this one. The steering, or lack 
thereof, is somewhat akin to a go-kart with- 
out tie-rods. I'm not sure if there's a delay 
in the response to the 
performed 
or if the steering 
is actually that 
bad. But it renders 
the game com- 
pletely unplayable. 
This is no over- 
statement either. 
Anyone who has 
played this game 
note on the 

almost 

iplete lack of control of 
the vehicles. They do 
accelerate and brake 
well though. So maybe 
if they add a drag- 
race feature, this 
game may have a 
few seconds of life. 

And that's my 
round-up for this 
issue. I'll be sure and 
drop you an update 
the US release date 
closes in. PS2 
CameShark anyone? I 
sure hope I had fun 
at E3. And I 
hope that st 
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Read the headline aloud, it kinda 

Game Boy - A portable videogame 
tern, used for playing games any- 
where. 

Email - Written communication, 
transmitted through Internet chan- 
nels. 

Shark MX - The first device to 
you with email through your 
Isn't that something? A device that allows 
you to send and receive emails through your 
Came Boy! Refer back to the headline... What 
will we think of next? When you hook up your 
Shark MX and sign up for an account, you'll be 
given a yournamei®gamesharker.com email address. 
You'll be able to compose, send, receive, reply to and 
forward emails, just as you can in a standard email pro- 
gram. The Shark MX is compatible with all email pro- 


grams, so you can send and receive emails from anyone 
with an email address, whether they’re on a PC, Web TV 
Shark MX. 

The Shark MX even takes a few steps beyond 
in the functionality department. 

address 

which you can mark important 
take notes. All these features add up 
complete PDA (Personal Digital Assistant) 
Came Boy. What's next? 

starters, your friends here at 
CameShark will keep you up to date on 
all of the hottest Came Boy (and even 
Pokemon) game info with newslet- 
emailed directly to your Came 

Look for Shark MX to hit videogame 
this Summer! 


Quo Hour Thur-t® fl Break 
Mifh R "5" Code! 

bg Jag "FN6" PhilbrooH 

Hey there hacking fans, I'm the new guy at 
CameShark.com, FNG, and today I'm going to 
share with you the secrets of the ”5'' code. 
(Well, they're not actually SECRETS.) I, like 
many of you, am a lazy SOB when it comes 
to entering codes into my CS. How many of 
you out there have seen a code for a game 
that's over 1 5 lines long? How about over 
1 00? C'mon now, how many of you want to 
sit around and type 1 00 lines of code into a 
GameShark with a D-pad? Not many, I'm 
sure! Well, sometimes there are ways around 
it, especially if the addresses of each code 
are in the same general range. O.K. kiddies, 
let's begin then! 

First thing's 1st, let's tear apart the "5" code 
and explain how it works. 

5000RR0S 000V 


have the 4th slot, 80077EC2... add 2 more... 
and you have the 5th, ..7EC4... add 2 
...7EC6, and so on. 

Now that we know how to find the remaining 
addresses, the question is, how many slots 
are there? The answer... 198 item slots 
total!!! Now I know that I'm not going to 
enter 1 98 codes into my GameShark with a 
D-Pad; so being the lazy gamer/hacker that I 
am. I'll make the GameShark do it for me!! 
How? With the "5" code silly. 

This is where the "RR" part of the code 


r 


Break it down FNG!!! 


Explanation of 8077ebc 0101 
8077ebc 1st item slot 
01 Quantity of items in I st slot 
01 Value for the item in that 
slot. (Potion) 


V 


Explanation of 8077ebe 0403 
8077ebe2nd item slot 
04 Quantity of items in 2nd slot 
03 Value for the item In that 
slot. (Hi-Potion) 




How many times does the code repeat? Well, 
look at how many item slots FF8 has. That's 
right hackers and hacketts, 1 98. Don't forget 
the GS works in hexadecimal format, so 1 98 
(decimal) would be C6 (HEX). Now simply 
enter C6 into the "RR" location. 

Now we have the 1 st part of the "5" code 
5000C60S 000V 


O.K., let's take this information and use it to 
cheat big-time! 

Each item has it's own value, and in this case 
the item value increases by 1 . If value "yy", in 
each item slot code, were increased by 1 
you'd have 1 98 slots with 1 98 different 
items! That would be cool right? Well then, 
let's do it! All we need to do is tell the 
GameShark to add 1 to value "yy" of the item 
slot codes. 



The "RR" in the address tell the GameShark 
how many times to repeat the code below it, 
the "S" tells the GameShark how many to 
increase the address of the code by, and the 
"V" tells it how much to increase the value of 
the code by. You're probably sitting there 
scratching your heads while reading this.... 
Well, that's why I plan on giving you an 
example of how one would use a "5" code. 


Hmm, what game would be a good example 
for a “5" code? Hmmm.. ahh yes, Final 
Fantasy VIII (that's 8 to all you non-Roman's 
out there). Let's recreate the "Infinite Amount 
All Items" code that can be found on our 
site. It's a simple 2 line code that contains a 
“5" code in the 1 st line. 

"Infinite Amount All Items" 

5000c6020001 
80077ebc640 I 


Did I say "simple 2 line code"? Well, it LOOKS 
simple, but it's telling your GameShark to do 
quite a bit of work. 


Let's just say that you found the addresses 
of the 1st and 2nd item slots in FF8, you'd 
notice that they were quite similar. 


1 st item slot address 8077ebc xxyy 
2nd item slot address 8077ebe xxyy 
(The x's are the amount of the item in that 
slot, and the y's are what item you had in 
that slot.) 


Take a look at the difference between the 
item 1 code and item 2 code. The difference 
seems to be 2, so let's make an educated 
guess and say that the address for the 3rd 
item slot will be 8077ec0 xxyy. After testing 
the code, we find that it IS indeed the 
address for the 3rd item slot!!! So if we know 
the addresses for item slots 1 , 2, and 3, we 
now know that we can find the code for each 
item slot address by increasing a known 
address by 2. So add 2 to 8077ec0 and you 


wait, the 1st “01" in the 
value ("0101") is the quanti- 
of the item in that slot. I 

quanti- 
of 1 for all 
slots is boring; 

II give ourselves a 99 of everything! 

at the chart above, 
numbers in 
value are the 
of the 
slot. 

the item quantity to 99 


So, 

a code that’s 
address 
increases by 
2, and there's 
1 98 "item slot" 
codes total.... 

Well, what's the 
value of the item 
in each slot going to 
be for each code? We 
don't want the same 
item in all 1 98 
we?? Nooo... We're 
OUS cheaters here, 
want EVERYTHING!!! 
look at what was in our 
and 2nd item slots. What 
they? Let's pretend that in the 
1 st item slot we had I Potion, 
and in the second slot we had 
Hi-Potion's. This is where the x's 
and y's mentioned above come into play! 


Finally! We're almost done; we just need to 
put our 2 codes together like this: 

5000C602 0001 
80077EBC 6301 

Ta-daaa!!! Those 2 lines of code look a lot 
better than 1 98 lines right? Well, it's a lot 
easier on the thumbs when entering them at 
least! 


8077ebc 0101 = 1 Potion in item slot 1 Happy hacking. 

8077ebe 0403 = 4 Hi-Potions in item slot 2 


Next we need to remember the answer to the 
question, “How much does the address 
change between each code?" Each address 
was increasing by 2. So that means that the 
value of "S" in our code will be 2. 

Wow, we've solved the 2nd half of the code: 
5000C602 000V 


What's left? We need to tell the GameShark 
what address to start repeating and adding 
to. Let's start with the 1 st item slot, and the 
lowest value fnr an 



Cenre: Fighting 

Platform: PSX 

Developer: InterPlay 
Publisher: NA.P.S. 

ESRB Rating: T 

OVERALL RATING: 7.4 
Graphics: 7 

Sound: 8 

Control: 8 


REVIEW BY LIK 


ten I said to myself 'Sweet Moses, not another fighting game,' this 
:alled Cekido magically appeared on my desk. Like any curious pri- 
popped it in the PlayStation to see what it was all about. After about 
s of play, I must say I was pretty impressed. As a huge fighting game 
n very critical, but I couldn't really find anything wrong with this 
Imagine Street Fighter mixed with Streets of Rage and a pinch of 
: ury, and bang you get Cekido. With tons of characters, modes and 
:o unlock, this game has you sitting down while it demands your full 
an. With that out of the way, let's move on to the drippy parts, 
re technical department, things are pretty standard. Graphically, the 
: the game is above average: the character animation is nice (with 
any clipping), and the explosions and effects are smooth. When you 


d00b6c52fdff 


right amount. The gan 
:r is easy to control. Th 


800ce48603e8 




800ce4820fff 


d00b6c74fdff 

800be2e60900 


800ce5d603e8 


800ce5d20fff 


Unlock All Characters: 


800b7l70ffff 


800b72200001 


800b722c000l 


800b7244000l 


Unlock Survival Mode: 


800b7238000l 


800be 1 640009 


800bfb640032 


The four-player fighting game that 
your mom warned you about, 
Gekido, has arrived. But it’s a damn 
fine game nonetheless and we’ve 
got the lowdown for ya right here. 


BRME TIPS 

Unlock Shadow Fighter Mode 
Beat the game in Urban Fighters Mode once. 
Unlock Gorilla As A Playable Character 
Beat the game in Urban Fighters Mode twice. 

Unlock Survival Mode 

Beat the game in Urban Fighters Mode three times. 

Unlock Kobuchi As A Playable Character 

Beat the game in Urban Fighters Mode four times. 

Unlock Kintaro As A Playable Character 

Bear the game in Urban Fighters Mode five times. 


I 




^reviews 











Video games are cool. ..especially games in development. Here's a look at the games we've 
been able to smuggle past securicy. Our team of highly trained specialists has infiltrated the 



Shenmue 

System: Dreamcast 
Developer: Sega 

Tentative Release Date: Winter 2000 

Shenmue is so cinematic that it has defined a new genre 
of game. Set in Japan and China, the game features 
characters that live within their own timelines, operating 
on different schedules, with different roles in life. The 
player assumes the role of Ryo Hazuki, a boy born in 
Yokosuka and trained in his father's martial arts teach- 
ings. When Ryo returns home one day. he finds a 
stranger interrogating and then murdering his father. 
Now faced with the challenge of solving the mystery to 
his father's death, Ryo encounters many characters and 
adventures on his quest to avenge his pops. The game's 
interactive world is large enough to engage players for 
hours, with thousands of rooms, hundreds of interactive 
characters, and real-time environments. Weather and 
landscapes change according to the time of day and 
time of year. Even the sound, a much neglected and 
misused aspect of gaming, is complex, with many 
simultaneous sounds and volume shifts that reflect 
Ryo's proximity to the source. Shenmue is the latest 
masterpiece from producer Yu Suzuki, and it looks to 
be the most groundbreaking video game to date. 


Sonic Shuffle 
System: Dreamcast 
Developer: Sega 
Release Date: Winter 2000 

Sonic and his pals are set in a whole new magical world 
for this ultimate party game. This time, lllumina, the 
Guardian Angel, needs your help. Void, a mysterious 
monster, has locked up the power of the Precioustones, 
powerful crystals made from the hopes and dreams of 
people from every dimension. So in order to save the 
land of Maginary Whirl, Sonic and friends must recover 
the stolen stones. Up to four players can compete to 
see who gets the stones first. Each character has unique 
abilities to aid on this quest (y'know, like Sonic's warp, 
Knuckles' penchant for climbing...). Play mini-games, 
fight bosses, answer trivia, and more! 



Dinosaur Planet 
System: Nintendo 64 
Developer: Rare 

Tentative Release Date: Holiday Season 2000 

Imagine a world where dinosaurs are still alive. This hol- 
iday season, video gamers will discover that such a 
beautiful place does exist... on Nintendo 64. Rare, the 
creators of Perfect Dark. Donkey Kong 64 and Jet 
Force Gemini are prepared to take you on the next epic 
adventure in interactive entertainment... to a place 
called Dinosaur Planet. 

Players follow the exploits of two exciting new heroes, 
Sabre and Krystal, as they fight to save Dinosaur Planet 
from an evil so powerful It could destroy the universe. 
On their quest, Sabre and Krystal are teamed up with 
their respective dinosaur sidekick-a pterodactyl 
princess named Kyte and a triceratops prince named 
Tricky. Developed and published by U.K.-based Rare 
Ltd., Dinosaur Planet will be distributed by Nintendo of 
America Inc. this holiday season. 

The entire game is set to a stirring and evocative 
soundtrack with full support of Dolby surround Sound, 
transporting players to another world. Situation-based 
control allows players to fully immerse themselves in 
the action and engaging storyline without having to 
worry about hitting buttons and memorizing action 
sequences. Hours of speech, combined with realistic 
animation and facial expressions, create depth and 
emotion for an enormous cast of more than SO new 
characters, based on every type of dinosaur and animal 
imaginable. 

Dinosaur Planet requires the Nintendo 64 Expansion 
Pak for ultra-realistic graphics and gorgeous visuals. 
Experience a world rich with real-time environmental 
effects, such as shadows, reflections, wind, rain, snow, 
fog and a complete day/night system. Players will be 
able to watch in amazement as the sun sets and moon 
rises over strange, alien landscapes. 


offices of industry leading developers and publishers to obtain copies of the HOTTEST games 
coming down the pipe. Here's just a taste - a smidgeon if you will - of what we've found. 


Seaman 

System: Dreamcast 
Developer: Sega 

Tentative Release Date: Summer 2000 

Ever wish you could talk to the fishes? Well with Seaman 
you can, sorta. Seaman Is an interactive undersea char- 
acter who resembles a man crossed with a fish. He has 
the ability to remember what you tell him (through a 
microphone peripheral that comes with the game); so 
something you tell him now may come up in future con- 
versations. The Gameplay here involves you coming up 
with food for Seaman, controlling his tank's tempera- 
ture, and making sure he has the right environment to 
thrive in. He can grow, transform, cross-breed and even 
die. The goal is to get him to the point where he can 
adapt to land. Seaman will guide you through puzzles 
that will help you unlock new stages in his develop- 
ment. But his personality develops too, so if you don't 
treat him well, he'll be grumpy. Seaman can talk back to 
you, ridicule you, basically everything your friends 
already do. Sound creepy? It is. but in a very cool way. 


\ 
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Samba De Amigo 
System: Dreamcast 
Developer: Sega 

Tentative Release Date: Fall 2000 

Disco?! Disco's dead, baby. Forget shakin' yer booty and 
get ready to shake them maracas. Leave it to the Sonic 
Team to add Latin flavor to the Sega Dreamcast. This 
game is a fiesta, with wacky characters, groovin' music, 
and, of course, a cool maracas controller. It is these 
maracas that you must shake to the beat at one of three 
levels. The more precise your shaking style, the higher 
the points. The game also features Posing Periods 
where players have to immediately stop shaking their 
maracas and strike a pose. It takes skill and coordina- 
tion to master the rhythms and become a master mara- 
cas shaker. The game is decked out like Carmen 
Miranda, with a host of bright colors, wild imagery and 
swinging music that may just get you to not only shake 
yer maracas, but yer booty as well. Aw yeah! 



Pokemon Gold and Silver 
System: Game Boy 
Developer: Nintendo 

Tentative Release Date: October 16, 2000 

It's what virtually every kid has demanded... and every par- 
ent feared. This foil, Nintendo of America Inc.'s Pokemon 
universe gets even bigger with the arrival of new charac- 
ters to capture in two new Game Boy Color games: 
Pokemon Gold and Pokemon Silver. In Japan, players 
bought more than 5 million units of Pokemon Gold and 
Silver in the first five weeks following Its November 1 999 
launch. Nintendo of America expects to surpass that num- 
ber when the titles arrive in the United States on October 
16, 2000. Pokemon Gold and Silver promise to become 
the blggest-selling video games of all time, with a sell- 
through of 1 0 million cartridges projected in the first six 
months. 

With new characters including Lugia, Ho-Oh, Togepl, 
Hoot-Hoot and Marill, brand new features, such as a com- 
plete time management system and the ability to hatch 
pre-evolved Pokemon. Pokemon Gold and Silver is a 
tremendous evolution in this incredible franchise. The 
games offer new territory to explore, new goals to attain 
and, of course, new Pokemon to capture, train and battle. 

As players set out on their new journey in Pokemon 
Gold and Silver, they are provided with PokeGear to assist 
them in their travels. The PokeGear includes a cellular 
phone for receiving calls from characters in the game, a 
radio that picks up game tips from broadcasts in new 
towns, and a map that displays the route between new 
territories. The games also include a clock that must be 
set when gameplay begins. Time plays a significant role in 
Pokemon Gold and Silver, as certain Pokemon are noctur- 
nal and can only be seen at night. A number of new Poke 
Balls are available to collect in order to capture more spe- 
cific types of creatures, and now original Pokemon charac- 
ters have new forms of evolution. 

Pokemon Gold and Silver are compatible with the Red. 
Blue and Yellow versions of Pokemon for trading and 
battling with friends. The games are all playable on both 
Game Boy and Game Boy Color systems. 
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HULK THROWN OUT OF 

SONY BOOTH, POOPED ^ \ 

IN THE CORNER. V 

NOTHING IMPRES- /J 3# ^ 

SIVE AT SONY ANY- / . >|V 

WAY. HULK GO TO / „ X 

SEGA BOOTH. - ‘ S 

SEGA SCARE i. 

HULK. PEOPLE ON \ B 
ROLLERBLADES \ * ! K , 

SINGING AND DANC-\ 

INC, NOT SURE WHAT \ Bj / 
IT MEAN. HULK SHOW 
DERUX SEAMAN, HEE HEE. DERUX TAKE 
SHOT OF SEAMAN, THEN WE CO. 
DOWNSTAIRS HALL CONFUSE HULK, 


NOTHING BUT FRENCH PEOPLE. HULK 



■ THOUGHT HE SEE MR. MACGEE DOWN 
V THERE. DERUX AND HULK CHECK OUT 
9 MP3 PLAYER FOR NEO CEO POCKET. 
HULK WONDER WHY 
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To get the third??? on the 
every stage (Bomber Star 
this mode, a ship return- 


through Caraden S 
ing from Caraden 


Nintendo64 

To get the Code Menu: i 

At the mam menu, hold l 
C-right, C-down, L and V 
press A. ^ — 

Codes: 

Big Head Mode: blahblah 
Stunt Bonus Mode: showoff 


PlayStation 
Instant Kill With Cuns: I 

LI , Triangle, Up, Down, l 

Circle, Circle, Triangle, V , 

Square, Down, Rl. v ' 

Solve Puzzles: LI, Triangle, Up, Down, Circle, 
Circle, Down, Down, Up. 

Full Ammo: LI , Triangle, Up, Down, Circle, Circle, 
Triangle. Square, Left, Triangle. 

Tough Opponents: Down, Down, Down, Triangle, 
Down, Down, Down, Square, Left, Right. 


find all of them. 


Get Rocket Launcher: 

Finish the game under '■ 
hours and 30 minutes 
without using first aide 
the game (don't worry, i 
doesn't count as a save) 


sprays and without saving 
when you change discs, it 


Nintendo64 

Level Select: Co to the l ' ■ 

Title or Options Screen , J 

and enter A+B+Z 

Level Select At the title or options 


PlayStation - - 

Invincibility: At Main nAppe' p_; f ' j 

Menu: Press L2. L2. R2. - 

R2, L2.R2, L2.L1, Rl, / 

Rl, L2. LI, LI. 

No Police: At main menu: Press LI , L2, Rl , Rl , Rl , 
Rl, L2, L2, Rl, Rl LI, LI, R2. 

Rear Wheel Steering: At Main Menu: Press Rl. Rl , 
Rl, R2, L2, Rl, R2, L2, LI, R2, Rl, L2, LI. 

Long Suspension: At Main Menu: Press R2, L2, Rl, 
R2, L2, LI, R2, R2. L2, L2, LI. R2, Rl. 

Mini Cars: At Main Menu: Press Rl , R2, Rl , R2, LI , 
L2, Rl, R2, LI, Rl, L2, L2, L2 
View Credits: At Main Menu: Press LI , L2, Rl , R2, 
LI, Rl, R2, L2, Rl, R2, LI, L2, Rl. 


Dreamcast 

S 500,000: Type In \ 
'MUCHCASH' as your V 
name and begin a game. x ~- — — . 

You will now have $500,000 to help 


Cheat options: When Bomberman is in his room, 
press Up, Down, Right, Up, Up, Down, A, B, C-Left, 
C-Right, then hold A for approximately five seconds. 
Gossick World: Cet all 24 Other-Dimension Bombs 
and a 5 on every stage (Bomber Star through 
Garaden Star). 

Slider Race: To get the first??? on the options 
screen, get all Ss on all the stages (Bomber Star 
through Caraden Star). In the Slider Race, you race a 
snowman on your Bomber Slider with the best time 
recorded. 

Golden Bomber: To get the second??? on the 
options screen, get 5s on all the stages (Bomber 
Star through Caraden Star) and beat Gossick. In this 
mode a gold card will turn Bomberman into Cold 
Bomberman. The best score from three stages will 
be recorded. 


All Weapons Cheat: Enter the name: BICCUNS 
Elvis Trick: Drive around in a car, truck, or bus (the 
best kind to do it with is a cop car or a z-type) until 
you see the Elvis impersonators. With out scaring 
them off, try to run them all over at the same time. 
If you did it right the screen will say ELVIS HAS LEFT 
THE BUILDING! 8y doing this you will receive lots of 

Quick Multiple Cheats: If you would like to access 
more than one cheat at the same time, then after 
entering your cheat on the name screen exit the 

previous name and enter another cheat, and repeat 
the same routine until have done all your cheats 
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Mega Racer 

A gamepad and steering wheel all-in-one! The MegaRacer supplies you 
with a mini-analog steering wheel and two analog buttons that func- 
k tion as gas and brake pedals. When you're finished pushing the enve- 
^ lope at 1 80 mph, shift into Gamepad Mode where you now have 
eight-way direction control and eight fire buttons at your disposal. 
Built in vibration feedback adds to the thrill no matter what mode 

^PSX P-22-015 GameShark Gear Price: $ 13.50 


6ai*ia Bog Mega Memorg Card 

When you've gotta catch 'em all, be sure to have a Game Boy Mega 
Memory Card handy. Store up to 1 00 Game Boy game saves and 
manage them with the user-friendly interface. 

1-24-607 GameShark Gear Price: $29.99 


Dreamcasl- TreMorPak Plus 

One device that doubles your fun! The Dreamcast TremorPak Plus is 
both a 200 block memory card and a vibration feedback device. Feel 
every thing your games have to offer, then save it all for later. 
P-20-31 7 GameShark Gear Price: $7.99 


Nintendo 6g SporrsBall Blouiour 

Sports games. ..we all play them, and we all need to save them. These 
1 23-page memory cards put all your individual sports saves in one cen- 
tral location. Molded in the shape of popular sporting equipment, our 
Sports Memory Cards save your seasons, high scores, team rosters and 
all your other achievements! Get all four at one low price, plus get a 
free Nintendo 64 console clock keychain! 

DW-N64SPORT GameShark Gear Price: $1 9.99 


PoolSharM 

Escape the dank pool hall and take your pool hustling action home 
with the Real Feel PoolShark! Play all your favorite PC pool games 
with a real pool cue, or use the included mini-cue. 

1-73-950 GameShark Gear Price: $23.99 
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GAMESHARK GEAR Order Form 

NAME: 

ADDRESS: 

CITY: STATE: ZIP: 


DAYTIME TELEPHONE: 


ITEM # 

DESCRIPTION 

OTY 

SALE PRICE” 

TOTAL 

P-22-015 

MegaRacer 




1-24-607 

Came Boy Mega Memory Card 




P-20-317 

Dreamcast TremorPak Plus 




DW-N64SPORT 

Nintendo 64 SportsBall Blowout 




1-73-950 

PoolShark 















‘Sale prices valid until the release of issue #25 (6/1 5/00) 




PLEASE REMIT ORIGINAL ORDER FORM (NO PHOTOCOPIES) 


PAYMENT: 

o CHECK o MONEY ORDER o CREDIT CARD 

oVISA o MASTERCARD 
(Complete Information below) 

SUBTOTAL 


MD RESIDENTS ADD 5% SALES TAX 


Canadian, Puerto Rican, South American, & 
Latin American orders, please add $3.00 


EXP. DATE 

TOTAL ENCLOSED 



CARDHOLDER’S NAME 

CARDHOLDER'S SIGNATURE 
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EXPLORE UNCHARTED WATERS 



GameShark.com 

318 Club House Lane, Suite 1000 
P.O. Box 1407 

Hunt Valley, MD 21030-1407 
www.gameshark.com 


PRESORTED 
STANDARD 
U.S. POSTAGE 
PAID 

PERMIT #3927 
BALTIMORE, MD 


Please Forward-Address Correction Requested 
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Our goal is to preserve classic video same magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity, 
please visit us a www.retomags.com 


magazines with a cover date prior to December 1 999. 
made from these scans, nor do we offer anything 
ie from fhg publishers themselves. 

ie across anyone selling releases from 

nd do let us know. 


